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This is a standard RPGA Network tournament. 
A four-hour time block has been set aside for 
this event. 

Begin by passing out the player 
characters; pass them out based on class only, 
not revealing gender or race. Instruct the 
players to leave the character sheets face down 
until you have read the introduction. Then, tell 
them to study their character sheets, select 
spells, and notify you when they are ready to 
begin the adventure. 

It is a good idea to ask each player 
to put a name tag in front of him or her. The tag 
should have the player's name at the bottom, 
and the character’s name at the top. This 
makes it easier for the players to keep track of 
who is playing which character. 

The actual playing time will be about 
three hours. Make sure you use the last 20 to 


30 minutes of the event time block to have the. 


players capsulize their characters for each 
other and vote. 

The standard RPGA Network voting 
procedures will be used. 

Make sure you have finished voting 
before you collect the players’ voting sheets. 
This way you will not be influenced by their 
votes and comments. 

The players are free to use the game 
rules to learn about equipment and weapons 
their characters are carrying. 

Who'd Want to Kill Us is an 
introductory adventure for the Dark Sun 
Campaign Setting. The adventure is intended 
for with six pregenerated characters levels 3-5. 
Since this is a Dark Sun adventure, a 
knowledge of psionics is very helpful but not 
necessary for the players. However, the DM 
should have a good understanding of psionic 
use in Athas, as well as have a copy of the 
Psionics Handbook for reference. 


DM INTRODUCTION 


The adventure takes place in the city-state of 
Nibenay, domain of the dreaded Shadow-King. 
The characters in this adventure are slaves in 
the stable of a merchant named Theron; they 
are his prize group of undefeated gladiators. 
The adventure opens with an arena combat 
between the characters and another group of 
gladiators. This encounter gives the players an 
opportunity to work together and to see how 
their characters operate in the wilds of the 
arena. 


Their next bout, due occur in three 
days, is with a team sponsored by the 
merchant house Shom of Nibenay. Glynnis of 
House Shom has placed many sizeable wagers 
on his team, but because of poor management, 
Glynnis is in financial trouble and needs to win 
several fights. The rules of wagering state that 
after a fight is scheduled and bets are placed, if 
a team cannot show up for the event the other 
wins by default. Therefore Shom has decided to 
get rid of the other teams before the event. 

After their first bout the PCs have a 
two days before their contest with the House 
Shom. However, during that time Shom has a 
bout each day, and each one of these teams 
will suffer the loss of some or all of their 
members. Once a pattern begins to form, the 
PCs must discover what is going on before it is 
their turn to fight the House Shom. 

Glynnis has an agent working inside 
the merchant's house. This agent, a defiler 
named Praxus, has found his way into Theron's 
house as well as into the heart of Theron’s 
daughter Corinda. Corinda never approved of 
the way her father treated slaves, and the 
defiler will try to convince her that the killings 
are being done under the direction of the Veiled 
Alliance. The real plan is for another agent of 
House Shom, a psionicist named Charyn, to 
teleport into the gladiator's quarters and kill as 
many of them as possible. 

The players must discover what is 
happening to the other teams before they are 
next. They will be aided in this mystery by 
Jhared, their long-time trainer. After the first 
day, Jhared will reveal to the characters that 
Corinda and Praxus think one of them is 
responsible for the killings, which should spur 
the characters to solve the murders. Since the 
other teams are not owned by powerful 
merchant houses, no one will step forward to 
question their deaths. 

The scenario is broken down into 
several parts, each of which is followed in 
order. Part One deals with the PCs’ opening 
fight in the arena, and their victory party 
afterwards where the players can accomplish a 
little role playing. 

Part Two deals with NPCs and the 
area that the PCs currently inhabit. This section 
gives the DM information on role-playing NPCs 
that the PCs will interact with, and give clues 
on the murders. 


Part Three covers what happens 
during the three days before the PCs battle with 
House Shom. 

Part #4 involves their final arena 
battle against the House Shom, a conflict to the 
death. 

At no time during the adventure 
should the PCs be allowed to escape from the 
slave pits. Any attempt to escape is foiled, and 
the guilty party goes without water for the next 
day. DM should have the PC(s) roll to see how 
many points of Constitution are lost for that 
day. 


PLAYER INTRODUCTION 


For the past year you have been living 
as gladiators in the stable of Theron, a 
wealthy Nibeneses merchant. While you 
would not necessarily describe him as 
kind, he is a fair man and very generous 
to you as long as you continue to win 
matches and fill his purse. 

You each have private rooms 
located off a common area in an 
otherwise overcrowded slave pens of 
Nibenay. Your doors are locked at 
night, and guards watch over you from 
down the hall. Your days are filled with 
constant practice and the training of 
other young gladiators, while evenings 
are reserved for ferocious gladiatorial 
battles that have brought you fame and 
fortune. 

Your training has been 
administered by Jhared, a veteran 
gladiator whose bad leg prevents him 
from further competition. This man has 
been kind to you all, patiently explaining 
the art of arena combat and drilling you 
repeatedly with various weapons. This 
training has paid off, and since your 


first match five months ago you have 


never lost. Theron rewarded you all with 
a great feast in your honor, a gift rarely 
given to slaves. He promises more 
rewards in the future if you continue 
your success in the arena. 
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You have won your last six 
matches, one away from tieing he 
current record. If you win this next bout, 
Theron will host a great feast in your 
honor, but it will be nothing compared 
to the victory party he’ll have if you 
break the record. 

You have spent quite a bit of 
extra time training with Jhared these 
last few days, and you feel up to the 
challenge. This next group of gladiators 
has also been very successful, but you 
are favored 2 to 1. Your confidence 
builds as you’re lead into the arena, 


either to victory or death. 
ONE 
VICTORY AND REWARDS 


This section is devoted to the PCs’ opening 
combat and their victory celebration afterward. 
The characters have been given leather armor 
and shields (as indicated by the armor class on 
their character sheets), and will be given their 
choice of bone weapons (-1 to hit/-1 damage). 
When the players are ready, read the following: 


It is late afternoon as you walk out to 
your upcoming bout. Soon you stand at 
one end of an arena, gazing at your 
opponents across the field. The 
deafening roar of the crowd fills your 
ears. They are cheering for you more 
often these days, and your team’s 
winning streak has brought you great 
notice among the important people of 
the city. You feel confident of another 
victory, but as Jhared always tells you, 
it's not over until the last gladiator is 
down. 

The team at the other end of 
the arena seems unremarkable, and you 
think that this may be an easy win. The 
obligatory half-giant and mul gladiator 
are present, as well as three slim fellows 
who are probably mages or psionicists. 
The only unknown of the group is a thri- 
kreen who is new to the Shom stable, 
and Jhared has warned you to watch 
out for any tricks it may have. Suddenly 
the horn blows, signaling the start of the 
contest, and the roar of the crowd 


doubles as both teams move in to 
engage. 


OPPONENTS 
Male Half-Giant Gladiator: AL CN; AC 8 (carru 
leather); MV 15; G3; hp 55; THACO 18; #AT 
3/2; Dmg 1d6+10 by bone spear; SA weap 
spec. (+1 to hit/+2 damage); SZ L; ML 11; Wild 
Talent Double Pain (Con-3 once/day); STR 21; 
INT 9; WIS; DEX 14; CON 17; CHR 13 


Male Mul Gladiator: AL CN; AC 8; MV 12; G3: 
hp 30; THACO 18; #AT 3/2; Dmg 2d4+7 by 
bone morning star; SA weap spec.:SZ M; ML 
12; Wild Talent Combat Mind (Int-4 once/day 
for 4 rounds); STR 17, INT 10; WIS 12; DEX 
17; CON 18; CHR 14 


Male Half-Elf Defiler: AL CE; AC 7; MV 12: 
D4; hp 10; THACO 19; #AT 1; Dmg 144-1 by 
bone dagger; SA Spells; SD as half-elf; SZ M; 
ML 12; Wild Talent Life Draining (Con-3 
Once/day); STR 8; INT 17; WIS 15; DEX 17: 
CON 13; CHR 10 

Spells 

Ist: Color Spray, Grease, Wall of Fog 

2nd: Blindness, Acid Arrow 


Male Human Bard; AL LE; AC 6; MV 12; B4; 
hp 17; THACO 19; #AT 1; Dmg 1d6-1 by bone 
short sword; SA poison/backstab x2; SZ M; ML 
11; Wild Talent Project Force (Con-2 once/day); 
STR 15; INT 14; WIS 15; DEX 16; CON 15; 
CHR 15 

Poison Type M; Onset time 144 rounds; 20 
points damage-save for 5 points. Coated blade 
good for 3 successful attacks. 


Male Human Fighter; AL CE; AC 4; MV 12: 
G4; hp 30; THACO 17; #AT 3/2; Dmg 1d8 by 
bone long sword; SA weap spec (+1 to hit/+2 
damage); ML 12; Wild Talent Displacement 
(Con-3 once/day for 4 rounds); STR 17; INT 14; 
WIS 15; DEX 18; CON 16; CHR 12. 


Female Thri-kreen Druid: AL N; AC 2; MV 18; 
Druid 6; hp 50; THACO 13; #AT 5; Dmg 1d4+2 
(x4)/1d4+3; SA druid spells/poison bite; SZ M; 
ML 15; Wild Talent Chameleon Power (Con-1 
once/day for 3 rounds); STR 18; INT 13; WIS 
19; DEX 17; CON 15; CHR 8 


Spells 

1st: Cure Light Wounds x2, Entangle x2, 
Sanctuary 

2nd: Aid, Dust Devil, Slow Poison, Hold 
Person, Trip 

3rd: Cure Blindness, Dispel Magic,Summon 
Insects 


The Druid's name is Hic'tic'a'tic, and she was 
captured by templars only three days ago. 
Those who captured her didn't know that she 
was a druid, else they would have slain her on 
the spot (by orders of the Shadow-King). Hic 
(for short) speaks only thri-kreen, and no one 
has told her anything before throwing her into 
the arena. 

Hic will only attack if she is injured, 
and even then will try to incapacitate her 
opponents instead of killing them. She may 
even help the party if they don’t attack, but will 
pay for it later. If Hic survives the combat, she 
will be a useful ally later in the adventure. 

Even if some of their opponents are 
not dead and are only unconscious, the PCs 
will still be declared the winners. If the PCs win 
the combat (if they don’t, then they're dead 
because their opponents will show no mercy), 
then Theron will have a feast in their honor later 
that night. 


Ths FEAST 


Once the PCs have retumed to their cell area 
continue with the following: 


Theron’s guards escort you back to 
your cells here at the arena. Other 
slaves and even guards cheering you on 
as you walk by. A templar is on hand to 
heal the injuries of the victors, 
afterwards you may clean up and relax 
before your heroes’ feast arrives. Your 
common room is rather large, a show of 
status to other gladiators. 

Your own chambers each 
contain a modest cot, a chest for 
clothing, a ceramic pot for water, and a 
small table and chair. The room is 
meager but comfortable, and compared 
to other slave's quarters it’s as grand as 
a sorcerer-king’s palace. Each of your 
doors has a lock and a small one foot 
Square window for fresh air. 
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After your wounds have been 
tended and you’ve changed your soiled 
garments, a guard opens the door and 
other slaves bring in the table on which 
they will put your feast. After your table 
has been erected, Theron boldly struts 
into the chamber with a wide grin on his 
face. 

"Congratulations my fine 
warriors, on another impressive victory,” 
he boldly states, "And as they say, to 
the victors go the spoils. As promised, | 
have ordered you a champion’s banquet 
this evening. A gourmet meal of lightly 
roasted erdlu with Nibenese spices; and 
to wash it down, six bottles of fine wine 
from my private stock. Once again, a job 
well done. 

"I regret that I will not be here 
to supervise your training for your 
record-breaking bout, for | will be away 
for a few days. But | will return in time 
for your next match... and what a 
watch it will be! It appears that your 
next opponents will be from the ranks of 
the House Shom, a wealthy and 
powerful merchant house. After your 
victory today, Glynnis of House Shom 
placed a rather sizeable wager with me 
on the match | know he is destined to 
lose. His team has two other matches 
even before they even fight you, and if 
you ask me he’s just throwing his 
money away. But that’s his loss. 

"| will return from my business 
in three days, just before your record 
setting match. Until that time, Jhared 
will see to your training. Let me just say 
that if you win this match, | will be very 
grateful." As he leaves, several slaves 
enter the chamber bearing trays swollen 
with food, and numerous casks of wine. 
The guards lock the door and leave you 
to your evening meal. 


Allow the players to role-play and discuss 
events and their situation. Tell them that this is 
the customary reward from their master for a 
win in the arena. Also mention that they have a 
hard day of training ahead of them and it would 
be a good idea to get some rest. 


TWO 
PEOPLUs & PLACES 


This section of the scenario details what 
happens to the PCs before their fight with the 
gladiators from House Shom. There is a listing 
of important NPCs that the party can interact 
with, locations from which they can gather 
information, and information on the 
assassination of House Shom opponents. DM 
must cross reference information in the section 
during the three days that the party has before 
their important match. 


BOW 


Jhared Ko’lack, Male Human Gladiator: AL 
CG; AC 3; MV 6 (bad leg); G14; hp 102; 
THACO 11 ; #AT 2; Dmg by weapon +8; SA 
weap. spec. in long sword/short sword/rist 
razors/impaler/quabone (+1 to hit/+2 damage); 
SZ M; ML 15; Wild Talent: Detonate (Con -3 
once/day); STR 20; INT 13; WIS 15; DEX 16: 
CON 17; CHR 14 


Jhared was Theron's first champion gladiator, 
and after his leg was mauled in the arena 
Theron put his talents to good use as a trainer 
for future gladiators. The former champion is a 
towering human with corded muscles on a sun- 
tanned body covered in battle scars. Jhared 
has spent his fifty years on Athas as a slave in 
Nibenay, and his last twenty in service Theron. 
He is an expert in arena combat, and it would 
do well for the PCs to listen to what he has to 
say. He lost the full use of his leg five years 
ago in a fight with a tembo, and talking about it 
makes the gladiator very angry. He often uses 
a cane to get around at night when the 
temperature is cooler and the leg aches more. 

Jhared pulls much of weight with the 
guards because he gives them tips on the best 
gladiators to bet on, and has thus made alot of 
friends among the guards. Jhared can tell the 
PCs that once a match is signed, one team 
wins by default if the other does not show (all 
bets go to the winner in any case). The old 
gladiator really likes the PCs, and most of them 
look up to him as a father figure. He will stand 
behind them throughout the adventure. 


Ra’jaak, Head Templar of the Slave Pits: AL 
LE; AC 6 (mekillot hide); MV 12: Tpl8; hp 40; 
THACO 16; #AT 1; Dmg 1d8+2 by obsidian long 
sword +3; SA Spells; SZ M; ML 14; Wild Talent: 
Clairaudience (Wis -3); STR 14; INT 16; WIS 
17; DEX 14; CON 17; CHR 14. 


Rajjaak is the Shadow-King's chief templar in 
the slave pens, a position that he takes quite 
seriously. Although he is a templar, this man 
has an admiration for powerful gladiators like 
Jhared, though he would never admit it. Once 
the murders start, Ra'jaak will take them very 
seriously, for someone is messing around with 
his slave pens. Ra'jaak is in charge of all 
guards and a contingent of templars that are 
used to heal winners of arena combat (stats 
below). 

Ra'jaak’s psionic power has helped 
him prevent many escapes, and to date he has 
a nearly spotless track record. In addition to the 
magical sword, Ra'jaak also has a ring of 
jumping, a dagger of venom, and a potion of 
fire-breath. He also has the following spells: 


1st: Command x2, Detect Magic, Light, 
Protection from Good 

2nd: Charm Person x2, Hold Person, Produce 
Flame, Withdraw 

3rd: Call Lightning, Cause Blindness, Dispel 
Magic, Prayer 

4th: Cure Serious Wounds, Detect Lie 


Templars of the Slave Pits (15): Int Average; 
AL LE; AC 8 (carru leather); MV 12; T3; hp 13; 
THACO 20; #AT 1; Dmg 18-1 by bone long 
sword; SA Spells; SZ M; ML 14. 

Spells 

1st: Cure Light Wounds x2 

2nd: Hold Person 
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Barr D’boren, Captain of the Guards: AL CN; 
AC 5 (carru leather + Dex); MV 12; F7; hp 55; 
THACO 14; #AT 2/1 or 3/2; Dmg 1d8+7 by steel 
long sword; SZ M; ML 14; Wild Talent: Flesh 
Armor (Con -3 once/day for 4 rounds); STR 19; 
INT 13; WIS 15; DEX 17; CON 16; CHR 14 


As captain of the guards, Barr is in charge of 
30 other guards that patrol the slave area. His 
superior is Ra'jaak, who he does not like, and 
above him the captain of the city guard. Barr is 
a very competent captain, and he is very tough 
on those who break the rules or try to escape. 
He respects the PCs for their fighting ability, but 
he will not let it influence his job. He has a 
great respect for the skill (and betting tips) of 
Jhared, who holds some leverage with him. 


Slave Pit Guards (30): Int Average; AL N; AC 


8 (carru leather); MV 12; F2;hp 13 ea; THACO - 


18; #AT 1; Dmg 1d6-1 by obsidian short sword; 
ML 10 


Hic'tic’a'tic-Druid of the Wastes: stats listed 
above 


Hic is a very young (8 years old) and talented 
druid who is in search of her guarded lands. 
Templars captured her several days ago and 
were too lazy to try to communicate with her, 
instead just tossed her into the combat arena. If 
she is not slain in the opening encounter, then 
she will become their friend if they can 
communicate with her (one of the PCs does 
speak thri-kreen). In time she will be able to 
escape from her captives, but for now she will 
aid the party with cure spells and any 
information that she comes across. She is not 
slated for arena combat for another week; 
however, she will escape long before that time 
using her psionic power. 


Corinda, Daughter of Theron: AL NG; AC 8; 
MV 12; F2; hp 16; THACO 19; #AT 1; Dmg 
1d4-1 by obsidian dagger; SZ M; ML 14; Wild 
Talent: See Sound (Wis -3 once/day for 4 
rounds); STR 10; INT 14; WIS 13; DEX 16; 
CON 14; CHR 16. 


Corinda is a stunning young noble woman who 
tends to rebel against authority. She has never 
agreed with her father owning slaves, even 
though he does treat them well compared to 
other slave-handlers. She is a very young (21) 
and naive woman who is not only outspoken, 
but is also able to take care of herself. Jhared 
has trained her in combat in case she would 
ever get herself into trouble. In the absence of 
Theron, Corinda is technically in charge. 
However, she will always look up to Jhared for 
counsel before making any decisions. 

Several weeks ago Corinda met a 
charming young man named Praxus, who is in 
truth an agent of the House Shom. She is 
smitten by the young man, and his influence 
may get the better of her. 


Praxus of House Shom, Human Defiler: AL 
NE; AC 0 (by Bracers AC: 0); MV 12; D7; hp 
22; THACO 18; #AT 1; Dmg 104 by steel 
dagger; SA Spells; SZ M; ML 13; Wild Talent: 
Life Draining (Con -3 once/day for 4 rounds): 
STR 14; INT 19; WIS 15; DEX 13; CON 14; 
CHR 15 


A cruel and calculating man, Praxus of Shom 
has gained the attentions of Theron’s daughter 
to gain information for the upcoming 
assassinations. He holds no real feelings for 
Corinda, and that is something that will become 
apparent to the PCs right away. 

Praxus carries 200 silver pieces with 
him on this mission (a fortune anywhere on 
Athas) to use as bribes for the guards and 
templars, which he will use later on to point 
blame at the PCs. He also carries a ring of 
human influence (12 charges) that he will use if 
his bribes fail. The defiler is confident that he 
will not fail, a fault that may be his undoing. 


Spells 

1st: Burning Hands, Change Self, Hypnotism, 
Spider Climb 

2nd: ESP. Forget, Wizard Lock 

3rd: Blink, Suggestion 

4th: Confusion 


There are nearly 20 gladiator-slaves kept in 
these pits; however, the majority of them have 
no useful information regarding the 
assassinations. Each will treat the party with 
respect and caution, remembering that they 
may soon face the champions in the arena. In 
the pens there are two slaves that will have 
useful information for the party. 


Darrina, Human Female: Int Average; AL N; 
AC 10; MV 12; 0 level human; hp 3; THACO 20; 
#AT 1; Dmg 1d3-1 by obsidian kitchen knife; 
SZ M; ML 14; Wild Talent: Sensitivity of 
Psychic Impressions (Wis -4 once/day for 4 
rounds, Power Score 11) 


Darrina is the kitchen slave and a good friend 
of the PCs, who share their food with her after 
their arena victories. Darrina tries to smuggle 
water to thristy slaves and gladiators, and 
because she's good at she seldom gets caught. 
The PCs know she has a strange psionic power 
that allows her to feel impression” from 
objects, but nether they nor Darrina understand 
it much. Important clues from assassination 
attempt can be analized by the cook; however, 
she doesn't want the templars to know about 
her power because she is afraid of what may 
happen. The only other peron who knows of her 
power is Lo'marr. 


Lo’marr of the Veil, Human Male Preserver: 
Int High; AL LG; AC 9; MV 12; Pr10; hp 33; 
THACO 17; #AT 1; Dmg By weapon; SA Spells; 
SZ M; ML 17; Wild Talent: Teleport Other (Int-2 
once/day); STR 10; INT 20; WIS 16; DEX 15: 
CON 9; CHR 14 


Lo'marr is an agent for the Veiled Alliance. He 
is an elderly man, 60 years old, but he still has 
a strong back and keen mind. The guards and 
templars use him to run errands, clean up 
bodies, and other menial chores that they don't 
wish to bother with. All of the PCs know of 
Lo’marr; however, none know he is with the 
alliance except those he has helped 

Though no spells are listed (he has 
no intention of blowing his cover), he will use 
his psionic powers to help the PCs solve the 
murders. He can also hint to them that 
someone may be using magic or psionics to aid 
in the assassinations. 
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SLAVE Pir LOGATIONS 


The following is a breakdown of the slave pits 
that house the party. There are several pits like 
this one surrounding the arena, however the 
PCs will never get to see them. Each location 
has a brief listing what the area is used for and 
if there is anything there. 


Area 1: Living Quarters 

These are the PCs quarters (described in Part 
One). There is a large common room here that 
connects to the PC's cells, and the outer door 
and cell doors are made from the iron-like wood 
of the agafari tree (open as wizard lock). There 
is a long table and several unsturdy chairs 
here, and the PCs can spend their time here 
when not training or sleeping. The floor here 
and in each of the cells consists of sand and 
small pebbles, and each cell door does have a 
lock, though it is used only in certain 
circumstances, 


Area 2: Other Slave Pens 

Other gladitorial slaves occupy these less- 
elegant chambers, their success not being as 
great as the PCs. Each houses a gladiator for 
the arena. Unless otherwise noted, each cell 
has a 2nd level gladiator, either human or mul. 


Area 2A: Hic'tic’a’tic’s Cell 

If the druid is still alive after Part One, then her 
pen can be found here. She is seldom 
elsewhere, prefering to stay here and meditate. 
Unless the PCs comunicate with her, no one 
else will have spoken to her since her arrival. 


Area 2B: Other Gladiator Teams 

These areas, very similar to those of the PCs, 
are where other gladiator teams are housed 
when they are scheduled to fight in the arena. 
Two of these three teams are slated for fight 
House Shom; and thus will suffer from the 
assassin's wrath within the next two days. The 
House Shom team is kept on their own estate. 


Area 3: Guard Room 

This is the main guard chamber for this pit, and 
there are at least 30 guards present at all 
times. During the day the captain of the guard, 
Barr D'boren, can also be found here. There is 
an extra set of keys for the cell doors in a 
locked agafari wood chest (treat as iron) that 
only Barr has a key to open. Only one other 
guard and the templar Ra'jaak have the other 
sets of keys for this slave pit. 


Area 4: Kitchen and Quarters 

This is where the slop that passes for food is 
prepared by Darrina and Lo’marr for the other 
slaves, gladiators, and sometimes guards. 
There are two small living quarters for them off 
of the main chamber, which contains various 
kitchen items in disrepair, as well as a 50- 
gallon drum used to hold water for the slaves. 
Currently the drum is half full. 


Area 6: Templars 

This area is the administrative area of the 
templars. Here they keep track of all of the 
slaves that live and die in this pit, as well as the 
arena. All bets are also held here under the 
guard of four half-giants (use half-giant stats 
from Part One) and two templars. Bribes placed 
with these corrupt men can change the odds on 
nearly any fight depending on the size of the 
bribe. During the day Ra'jaak can be found 
here going over various papers and other 
important records which he must turn in at the 
end of every week. 


Area 7: The Arena 

The arena area contains a sand base with solid 
stone beneath. Numerous rocks and boulders 
litter the area, and several patches of sand 
throughout the arena are permanently stained 
with blood. The arena itself can hold up to 
70,000 people, both nobles and freemen, and 
the PCs will behold a capacity crowd when they 
fight House Shom (if they live that long). Teams 
fighting in the arena start at opposite ends of 
the field and, in most cases, fight to the death. 


Area 8: Training Field 

This area is where the gladiators train and 
where they pick up their weapons and armor 
before a match. There is one of every type of 
weapon imaginable here, all in bone (-1 to hit/-1 
damage), as well as carru leather armor to fit 
any race of gladiator. This area is usually 
watched by five guards and two templars at all 
times. 


PART THREE 
THREE DAYS IN THE HOLE 


This section deals with the three days that the 
PCs have before their match with House Shom. 
Each day the PCs are expected to practice with 
Jhared for four hours in the morning, and again 
for two hours in the late afternoon. 

Each gladiator is given two meals a 
day, and they can pick up their ration of water 
(one gallon each/four gallons for half-giants) at 
either meal. The first meal of the day is of a 
thin broth with chunks of erdlu eggs, while 
dinner consists of chunks of lizard meat which 
is usually raw. 

During their free time, the gladiators 
can either continue their weapon practice or are 
allowed supervised contact with slaves other 
than their teammates. It is during this time that 
the PCs can gather useful information on the 
events that occur each day. As day three 
approaches, security in the pens will double, 
and any suspicious activity will result in the 
slave being locked in his/her quarters. 

Each day detailed below will be 
broken down into morning, noon, and night. 
These events could change based on what the 
PCs do. 


DAY ONE 


MORNING 

After the PCs awake the night after their last 
victory, the first assassination will have taken 
place. The team in the cells farthest from the 
PCs will suffer the loss of three of its members. 
As the party awakens read the following: 


You awake the next morning well rested, 
your belly still full from the feast the 
night before. You soon gather in the 
common room to stretch out the 
stiffness in your limbs, a skill taught to 
you by your trainer Jhared, in 
preparation for this morning's sparring. 

Suddenly you hear a 
commotion down the cell block from 
your room. Several guards rush down 
the hall, and a call for all of the doors in 
the slave pen to be locked echoes from 
guard to guard. Soon the captain of the 
guard, Barr D’boren, and the head 
templar of the pens, Ra’jaak, quickly 
move their way down the hall. 
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After an hour you can see, 
through the one-foot-square window in 
the common room door, guards 
dragging three lifeless bodies wrapped 
in cloth from a room down the hall. 
Minutes later half a dozen guards open 
your door and escort you to the training 
area. 


The guards will tell the PCs nothing as they 
lead them to the training area. If the PCs ask 
Jhared what is going on once they get the 
training area, read to them the following: 


"Something very strange is going on 
here my friends.” replies Jhared when 
you ask him about the strange murders 
“Three of the six members of a gladiator 
team scheduled to fight this evening 
were found dead in their cells this 
morning. 

“It is unfortunate that the 
remainder of their team will now have to 
fight their opponents without them. The 
gladiator team rules of Nibenay state 
that once a match is signed, only the 
contestants mentioned in the contract 
can fight in the match. The other team, 
whoever they are, clearly possesses the 
advantage now." 


Jhared doesn’t know that the other team is the 
team from the House Shom, the PCs will have 
to confirm any suspicions with Captain Barr or 
a templar. Information from any templar will 
cost the PCs something (either money or a tip 
from Jhared). 

The next four hours are spent in 
training with Jhared, and if the game is moving 
quickly, the DM may act out a combat with any 
PC and Jhared. 


AFTERNOON 

After the PCs return from practice they have 
time to pick up clues from other NPCs. The 
rumor mill is running throughout the slave pit, 
and the PCs will find four random rumors after 
speaking with other slaves. The PCs can speak 
with anyone except members of the affected 
team, for they will be in interrogation for the 
entire day. The PCs have two hours before 
they have to return to training. 


Rumors (148) 


1) There was a fight between several members 
of the team, and three of them ended up dead. 
(False) 


2) The remaining members of the team are 
accused of the killings and will be put to death 
in the arena tonight. (False) 


3) The remainding three gladiators must now 
fight their opponents, a team of six from the 
House Shom, without assistance. Odds are 20 
to 1 against them. (True) 


4) The dead gladiators are victims of the ghost 
of a templar that was slain here four months 


_ ago. Slain by a berserk half-giant slave, it's said 


that the ghost has returned to take its revenge 
on all slaves in these pens. (False) 


5) The bodies of the gladiators possessed no 
wounds whatsoever. Rumor has it that they 
were killed by the Way. (True) 


6) They are all humans, and all demi-humans in 
the pens are suspect. (True: they were all 
human/False: demi-humans are not suspect). 


7) The water's been poisoned; that’s what killed 
them. (False) 


8) Someone is tampering with the odds on all 
gladiator team contests by slaying team 
members already signed for upcoming 
matches. (True) 


EVENING 

Jhared has no new information regarding the 
three deaths at the PC's evening training 
session; however, he can now tell them that the 
crippled team is to fight House Shom this 
evening. He tells them that odds are with 
House Shom to emerge victorious. 


Later that evening the PCs will be 
allowed to watch the lopsided battle in the 
arena, in which House Shom emerges 
victorious. If the PCs wish to know who is 
fighting for the House Shom, see Part Four for 
brief descriptions of their opponents. 

As the PCs return from the evening's 
contests read the following: 


Returning from the evening’s contests, 
you see a young woman waiting for you 
in your cell’s common room. You 
quickly recognize her as Corinda, 
daughter of your master Theron. With 
her is a slim and handsome young man, 
his features noble in profile and his 
dress obviously upper class. Several 
guards join the ones that escorted you 
here, as the young noblewoman steps 
forward to address you. 

"Greetings great Gladiators," 
she states in an eloquent voice, “I am 
happy to see you doing well under these 
conditions. | bring you greetings from 
my father, who will return in time for 
your match with House Shom. | must 
say that you are all the talk of the city. 
Currently odds are 4 to 1 in your favor 
for your next contest. 

“Please forgive my rudeness,” 
she suddenly delcares as the gentleman 
next to her clears his throat, "This 
handsome young man is my friend 
Praxus of Tyr. He is a friend of the 
family and has been kind enough to 
help me with certain matters while my 
father is away. | just came by to wish 
you luck in your upcoming competition, 
and may the blessings of the Shadow- 
King be upon you." With that the young 
lady is escorted out of your cell. As they 
leave the man Praxus glances at you 
over his shoulder, his eyes filled with 
loathing. The look is quickly replaced 
with a smile as they exit the area. 


If the PCs watch Praxus leave, they will see 
him excuse himself from Corinda’s company to 
speak with a guard. They exchange words as 
Praxus slips the guard several silver coins, and 
afterwards they quickly part company. The PCs 
cannot tell which guard took the money 
because darkness shrouded his face the whole 
time. 
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ANOTHER MURDER 

There will be another murder of a gladiator 
slated to fight against House Shom. During the 
night, the assassin Charyn will teleport into the 
chamber of a human woman gladiator and slit 
her throat as she sleeps. Afterward he will take 
the bloody dagger and use the psionic science 
teleport other to transport it to the PCs’ 
common room. The bribed guard will arrive to 
take the PCs to training early, and find the knife 
in their room (Praxus bribed the guard into 
working the PCs’ harder by bringing them to 
training an hour early). 

Smart PCs will have a chance to find 
the knife before the guard arrives, and hide it 
for an examination later (possibly by Darrnia). If 
the knife is found in the PCs area, they will face 
serious repercussions the next day. 


DAY TWO 


The following events will occur this day 
depending on what the PCs accomplish. Adjust 
these encounters and involve NPCs whenever 
possible. 


MORNING 

Event 1: Another Murder 

If the PCs find the knife and hide it before the 
guard finds it, then the are not suspects in the 
most recent murder. They will see a single 
body being dragged out before they go to 
training, wrapped in a bloody cloth. They will 
not have time to interact with other NPCs 
before they are escorted to training. Go to 
Event 3, 


Event 2: The Inquisition 
If the PCs do not find the knife before the guard 
does, then each of them will be brought before 


the head templar Ra'jaak for questioning one at | 


a time. DM should take each player to the side 
and ask the questions (listed below) regarding 
the murder. If any of them is stupid enough to 
plead guilty, then that PC is executed on the 
spot and removed from play. 

lf the PC professes his or her 
innocence to the following questions, they are 
struck by the frustrated Ra’jaak after each 
response for 1d3 damage. The templar will 
have a detect lie in effect for each question 
asked, and will strike the PCs in fury no matter 
what their answer is. 


¢ Did you murder any gladiators team 
members? 


* Did anyone on your team commit any of the 
murders? 


¢ Did you leave your cell last night? 
¢ Do you know anything about the murders? 


If the PCs voice their suspicions about house 
Shom, Ra'jaak will call them fools for accusing 
such a powerful house. Unless they have some 
sort of substantial proof to go along with it 
(which they don’t), Ra'jaak will strike them a 
final time. 

As punishment (for anyone 
answering with a lie), lying PCs will not receive 
their ration of water for today. They will be 
Closely watched by the guards to see if anyone 
sneaks them water for the entire day. The 
interrogation will take the entire morning and 
the PCs will miss their training. Go to Event 4. 


Event 3: Training 

If the PCs do not spend the morning being 
interrogated by Ra'jaak, then they will go to 
training as usual. The only new information that 
Jhared will have for them is that the woman 
slain last night was a key player on her team. 
This team is slated to fight against House 
Shom's team tonight. After four hours of 
training, the PCs are taken back to the pens for 
their afternoon meal and some rest. Go to _ 
Event 5. 


AFTERNOON 

Event #4: Victim's Friends 

After the party is done being interrogated, they 
return to their pens for an afternoon meal, 
minus their daily ration of water. However, as 
they are walking back they will be confronted 
by an angry gladiator. This gladiator, a mul 
named Horden, is a member of the team that 
the murdered girl was part of, and he is here to 
exact revenge on her killers. 


Returning brusied and battered from the 
templar’s interrogation, you look 
forward to a few hours rest before an 
afternoon training session. However, 
before you make it back to your cells, a 
mul gladiator that you vaguely recognize 
defiantly blocks your progress. 

"Your foul act of murder has 
condemed the rest of my team to death 
in the arena against the powerful 
warriors of House Shom. You shall pay 
for Linna’s death with your own!" 


The mul has stolen a pair of wrist razor's from 
the training area, and will fight the PCs to the 
death. He will not listen to reason, and is 
prepared to die while avenging his comrade. 
Although there are guards present, they will let 
the PCs fight it out with the angry mul. 


Mul Gladiator: AL Cn; AC 7; MV 12; G4; hp 
30; THACO 17; #AT 2/1; Dmg 1d6+7 by bone 
wrist razors; SZ M; ML 20; Wild Talent: 
Adrenalin Control (Con -3 once/day for 4 
rounds); STR 19; INT 10; WIS 9; DEX 17; CON 
17; CHR 13 


When the battle is over the PCs are escorted to 
their cells for their afternoon meal. Go to Event 
5. 


Event 5: Darrina & Lo’marr 

After the party is escorted back to the cell area 
for the afternoon, Darrina and Lo'marr come to 
give them one of their two daily meals. If the 
PCs have been forbidden water, then there is 
only a thin broth for them this meal. However, 
this is a good time to get information from these 
two slaves. 

If the PCs have been interrogated, 
then Lo'mar will openly state that he doesn't 
think the party killed anyone. However, he does 
tell the party that they had best be on their 
guard, for they are the next ones to fight 
House Shom. Although this is all that they can 
offer them at this time, later on he will use a 
teleport spell to send them 6 gallons of water 
before they go to training. 

If the PCs have the knife that was 
planted in their chambers, then read the 
following: 
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You bring the knife from its hiding place 
and present it to Darrina. You know she 
possesses a strange psionic power that 
allows her to gain a vague history of 
any item she touches. Although she 
seems reluctant, Lo’marr’s soothing 
reassurance convinces her to help. 
Darrina gasps heavily as she 
concentrates on the bloody knife, her 
voice extremely shaky and her eyes 
glazed over as she speaks. "I see a man 
living in luxury, a man with only one 
eye. He is the owner of the knife. He has 
used it to slay so many helpless victims, 
and powerful ones as well. He is truly 
evil, aman who uses the Way to further 
his own wealth and power. He is 
unquestionably the sinister assassin, so 


evil... evil... evil..." Darrina quickly © 


discards the knife and opens her eyes in 
horror. Lo’marr consoles her sobbing 
form, leaving you with these puzzling 
clues. 


The man Darrina saw is Charyn, the chief 
psionicist of House Shom. Clever PCs may 
have thought that Praxus was the killer, but the 
patch over the eye may make them think 
otherwise. Charyn will make an attempt on the 
PCs lives later tonight. 


Event 6: Druid’s Information 

If the PCs have befriended Hic'tic'a'tic the 
Druid, and have communicated with her, then 
she will have a useful piece of information for 
them after their encounter with Lo’marr. The 
thri-kreen will either find the PCs in their cell, or 
confront them as the move through the slave 
pens before practice. Once communication has 
been established, read the following: 


Your new friend, the thri-kreen Hic, 
approaches you nervously before your 
evening training. Her bulbous eyes dart 
left and right in caution, and her lower 
jaw clicks out her strange language so 
quickly that it is difficult to follow. You 
ask her to slow down, and after taking a 
breath she tries again. "Greetings to you 
packmates. | sorry to talk fast but | see 
something strange and need to tell you. 


“Pretty cloth-man, who see you 
last moon, come back without lady and 
talk to powerful spell-man. Much of 
shiny metal move from cloth-man to 
spell-man as they look at your hive. | 
think you now in trouble with spell-men 
and pack-guards. You are Hic’s 
packmates, so Hic will help you." 


Hic has four cure light wounds to cast on 
injured members of the party, and she tells 
them that she will have another four tomorrow if 
they need it. He cannot help them with their 
water problem because she only needs a little 
every week. 

What Hic has seen is Praxus bribing 
Rajjaak (with 100 sp!), to lock the PCs in each 
of their individual cells for the evening. Praxus 
told the templar that Corinda is worried about 
someone sneaking in and killing them, and it 
would be more difficult for them to get past two 
locks (the one on the common room and the 
one on their cells) than one. Being concemed 
about their safety (he has a large bet on the 
party beating House Shom), Ra'jaak will take 
Praxus’ advice and lock the party in for the 
evening (see Event 8) 


EVENING 

Event 7: Raging Monster 

If the PCs are found with the bloody knife and 
either kill or subdue the vengeful mul, then 
other members of the slain girl's team will make 
another attempt on them as they train with 
Jhared this evening. 

After an hour of training, Jhared will 
be summoned by the guards for a few 
moments. During this time, the vengeful 
gladiators will loose a tembo into the training 
area to confront the party. The gladiators have 
bribed the guards, using money from Praxus, to 
get a tembo here from the beast pens. 


Tembo: Int High; AL CE; AC 4; MV 15; HD 4; 
hp 22; THACO 17; #AT 5; Dmg 104 (x2)/1d6 
(x2)/1d8; SA Level Drain/Psionic Use; SD 
dodge missiles; MR 10%; SZ M; ML 20 (see 
attached Monstrous Compendium sheet for 
complete stats). 


Jhared will return in 10 rounds to aid the PCs if 
the tembo is not dead. He will cautiously 
suggest to them that they had best be on their 
guard tonight, for it appears that someone is 
out to kill them. 


At this point it may be obvious that 
someone Is killing the opponents of House 
Shom, giving that team an unfair advantage in 
the arena. 


Event 8: Lockup 

Because of Praxus’ bribe to Ra'jaak, the PCs 
will spend the night locked in their individual 
cells. Unknown to the head templar, this will 
make it easier for Charyn to kill PCs one by 
one. If anyone objects to this, then the guards 
will strike them for 1d6 damage each. 

Each of these doors is made of 
agafari wood, and the DM should treat it as if it 
were wizard locked. Once inside they will not 
be let out until their morning training session. 
Goto Event 9. 


Event 9: Assassination Attempt 
After the PCs have been locked up for five 
hours, Charyn will teleport in and try to take out 
as many of them as possible. He knows where 
the PCs cell is after being through here on a 
tour several weeks ago. 

Before teleporting, Charyn will have 
used several of his psionic abilities as a 
defense in case the PCs get in a lucky shot. He 
will have an inertial barrier up (cost of 5 
PSP/round), and a teleport trigger in case he is 
dropped below 10 hit points. Review Charyn’s 
psionic powers before running this encounter. 


Charyn of House Shom, Male Human 
Psionicist: AL NE; AC 7 (carru leather + Dex); 
MV 12; Psct7; hp 35; THACO 17; #AT 1: Dmg 
1d6-1 by obsidian short sword; SZ M; ML 15: 
STR 15; INT 17; WIS 19; DEX 15; CON 16; 
CHR 14; PSP 108 (current: 84 -5/rnd for inertial 
barrier & 15 to teleport) 


PSIONIC POWERS 


SCIENCES 
¢ Telekinesis (Score: Wis-3(16); Cost: 3+; MC: 
1+/tnd; Range: 30 yards; Area: item) 


¢ Domination (Score: Wis-4(15); Cost: contact; 
MC: varies; Range: 30 yards, Area: individual) 


¢ Teleport (Score: Int (17); Cost: 10+; Range: 
infinite; Area: personal) 


¢ Teleport Other (Score: Int-2(15); Cost: 20+; 
Range: 10 yards) 
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DEVOTIONS 
¢ Dimensional Door (Score: Con-1(15); Cost: 
4; MC: 2/rnd; Range 50 yards+) : 


¢ Teleport Trigger (Score: Int+1(18); MC: 2/hr; 
Range: infinite; Area: personal) 


¢ Contact (Score: Wis(19); Cost: varies; MC: 
1/tnd; Range: special; Area: individual) 


¢ Ego Whip (Score: Wis-3(16); Cost: 4; Range: 
40/80/120 yards; Area: individual) 


¢ ESP (Score: Wis-4(15); Cost: contact; MC: 
6/rnd; Range: unlimited; Area: individual) 


¢ Inflict Pain (Score: Con-4(12); Cost: contact: 
MC: 2/md; Range: touch; Area: individual) 


¢ Invincible Foes (Score: Wis-3(16); Cost: 
contact; MC: 5/rnd; Range: unlimited; Area: 
individual) 


« Psychic Crush (Score: Wis-4(15); Cost: 7; 
Range 50 yards; Area: individual) 


¢ Ballistic Attack (Score: Con-2(14); Cost: 5; 
Range: 30 yards; Area: item/1 Ibs) 


¢ Inertial Barrier (Score: Con-3(13); Cost: 6; 
MC: S/md; Area: 3-yd diam.) 


¢ Molecular Agitation (Score: Wis(19); Cost: 7; 
MC: 6/md; Range: 40 yards; Area: item/20 Ibs) 


¢ Molecular Manipulation (Score: Int-3(14); 
Cost: 6; MC: 5/rnd; Range: 15 yards; Area: 2 
Sq. in.) 


¢ Tower of Iron Will (Score: Wis-2(17); Cost: 6; 
Area: 1 yard) 


¢ Conceal Thoughts (Score: Wis(19); Cost: 5; 
MC: 3/md; Area: 3 yards 


* Intellect Fortress (Score: Wis-3(16); Cost 4; 
Area: 3-yd radius) 


¢ Mind Bar (Score: Int-2(15); Cost: 6; MC: 
4/mnd; Area: personal) 


Plan of Attack 

Charyn is highly intelligent, and he makes a 
very cunning and deadly assassin. He will try to 
kill as may PCs as he can without seri 
endangering himself. However, he will not leave 
unless his teleport trigger activates, until one 
PC is dead, or he is out of psionic points. There 
is too much money riding on the PC's match 
against House Shom for him not to even the 
odds somehow. Follow the plan shown below, 
but allow for change depending on what 
preparations the PCs make. 


* Charyn will have inertial barrier and teleport 
trigger ready in his defense. 


* He will pick the strongest surviving member of 
the group (probably the half-giant), and attempt 
to do invincible foes on his victim. He will 
attempt this twice, and if either try succeeds he 
will teleport into their cage and strike the PC 
with his short sword. When the victim is 
unconscious, Charyn will slit his or her throat. 
He will try this with as many PCs as he can. 


* If the Psionicist of the group is on guard, 
Charyn will engage him in a psychic duel first. 


¢ Ifa PCs are trapped in their calls, and it looks 
as if litte resistance will occur, then Charyn will 
use molecular agitation and slowly boil the PC 
to death. 


¢ Charyn will continue his assault against the 
PCs as long as he has points to spend. He 
needs a total of 15 PSPs to get away from the 
slave pens. 


Once again, the guards have been bribed by 
Praxus to ignore any commotion that will occur 
in the PC's cell area. They are going to have to 
find a way to live through this encounter. If he 
somehow escapes, Charyn will not retum. 


DAY THREE 


MORNING 


After the event of the previous night, the PCs 
may be lucky to be alive. The morning of their 
big match, Ra'jaak will make sure that they are 
completely healed from any serious wounds 
and that they receive their full rations of food 
and water. Ra'jaak will be very upset to hear 
about any trouble the night before, and will kill 
a slave in anger if one of the PCs is killed. If 
told about an assassin, Ra'jaak will sequester 
the PCs under heavy guard until the evening's 
bout. 


AFTERNOON 

If the PCs do not mention last night's attack 
and none of them died, then Ra'jaak will allow 
them two hours of practice with Jhared in the 
early afternoon. During this time, Jhared will 
have a few tips for the PCs fight that evening. 
The following information was gathered by 
Jhared regarding the other team. 


* They have two powerful half-giants, try to take 
them out quickly. 


¢ The dwarf is a student of the Way as well as 
a trained fighter. He uses his psionics to 
improve his fighting abilities. 


¢ The diseased-looking elf is a defiler of some 
measure. However, he is weak, and one good 
blow should suffice. 


* A human rogue of some sort is another 
member. Beware of his poison crossbow bolts. 


* A halfling warrior is their final member. It is 
said that after he kills a victim he quickly 
removes and eats the tongue. Beware of him 
as well. 


After their training session is completed, the 
PCs are taken to a staging area to wait for their 
match to begin. There is nothing more they can 
do before the fight. 
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FOUR 
ONLY THE STRONG SURVIVE 


The PCs will be fighting in the featured 
attraction this evening, and high bets are being 
placed on the match. If the party is missing one 
or more members, then the odds will be against 
them surviving the bout. Each PC will be given 
carru leather armor and the weapon(s) of their 
choice. They are allowed a shield for this 
contest if they wish. As the surviving party 
members walk out into the arena, read the 
following: 


The Gladiatorial Coliseum of Nibenay is 
an ancient structure that towers over all 
others in the city of the Shadow-King, 

and no one but the mighty sorcerer-king 


knows the true age of the construction. . 


Today the coliseum is filled to capacity, 
and great cheers echo throughout 
Nibenay as you stroll onto the field. 
Your opponents, having entered the 
arena before you, stand fifty yards away, 
awaiting the starting signal. Suddenly 
the roar of the crowd dies down as the 
Shadow-King’s chief templar stands 
from the royal seats, his arms raised in 
praise to his master. He then pulls a 
white kerchief from his pocket and all 
silently watch as it falls towards the 
sands. When the kerchief touches the 
arena sands, the match will begin. 


The PCs have ten seconds to prepare before 
the kerchief strikes the sand, then the crowd 
goes wild and the match is joined. During this 
time they can do one psionic power or ccast 
one spell on themselves. If they strike out at 
the other team before the kerchief hits the 
ground, then the offending PC will be struck by 
a magic missile casted by a defiler (7th level) 
as a penality. Once it has begun, the match is 
only over if one of the teams is destroyed. This 
contest is to the death. 


Half-Giant Gladiator #1: AL N; AC 8; MV 15, 
G2; hp 43; THACO 19; #AT 3/2; Dmg 1d6+6 by 
bone spear; SZ L; Wild Talent None; STR 19; 
INT 9; WIS 9; DEX 13; CON 18; CHR 10 


Half-Giant Gladiator #2: AL N; AC 8; MV 15; 
G4; hp 56; THACO 17; #AT 3/2; Dmg 1d10+3 
by bone two handed sword; SZ L; Wild Talent 
Double Pain (Con -3 once/day); STR 18(80); 
INT 10; WIS 13; DEX 14; CON 19; CHR 14 


Dwart Fighter/Psionicist: AL CE; AC 6; MV 6; 
F3/Psct3; hp 26; THACO 18; #AT 1; Dmg 
1d8+6 by bone long sword; SD as dwarf; SZ M; 
STR 19; INT 16; WIS 16; DEX 16; CON 16; 
CHR 6; PSP 50 


PSIONIC POWERS 

Sciences 

¢ Life Draining (Score; Con-3(13); Cost: 11; 
MC: 5/round; Range: touch) 


Devotions 
¢ Adrenalin Control (Score: Con-3(13); Cost: 
8; MC: 4/rnd; Area: personal) 


¢ Body Weaponry (Score: Con-3(13); Cost: 9: 
MC: 4/md; Area: personal) 


¢ Cell Adjustment (Score: Con-3(13); Cost: 5; 
MC: up to 20/rnd; Range: touch) 


¢ Displacement (Score: Con-3(13); Cost: 6; 
MC: 3/md; Area: personal) 


¢ Flesh Armor (Score: Con-3(13); Cost: 8; MC: 
4/rnd; Area: personal) 


¢ Mental Barrier (Score: Wis-2(12); Cost: 3) 


Elven Defiler: AL CE; AC 6; MV 12; Dfé; hp 
14; THACO 19; #AT 1; Dmg 1d4-1 by bone 
dagger; SA Spells; SD as elf; SZ M; Wild 
Talent Aging (Con -5 once/day); STR 13; INT 
20; WIS 16; DEX 19; CON 8; CHR 9 


Spells 

1st: Magic Missile(x2), Phantasmal Force, 
Spook 

2nd: Flaming Sphere, Stinking Cloud 
3rd: Lightning Bolt, Wind Wall 


Male Human Thief: AL N; AC 4; MV 12; T4; hp 
19; THACO 19; #AT 1; Dmg 104 by crossbow; 
SA poison bolts; SZ M; ML 13; Wild Talent 
Levitation (Wis-3 once/day for 4 rounds); STR 
15; INT 15; WIS 13; DEX 20; CON 15; CHR 14 


The thief's poison bolt cause the victim to save 
vs poison at -1 or take an additional 3d4 
damage. 


Halfling Warrior: AL CN; AC 4; MV 12; F3; hp 
23; THACO 18; #AT 3/2; Dmg 1d6 by bone 
short sword; SA agony beetle; SZ M; ML 19; 
Wild Talent All-Round Vision; STR 16; INT 14; 
WIS 16; DEX 19; CON 14; CHR 12. 


The halfling warrior uses agony beetles on his 
opponents, causing them terrible pain if it hits. 
If the halfling strike his opponent's armor class 
with a -1 modifier, then he has successfully 
planted the beetle on them during combat. The 
following round the beetle attaches itself (see 
Stats sheet for details on the beetle). He has 3 
beetles on his person, and is an expert in 
handling them so he is not affected. 


CONCLUSION 
Read the following to those who survive: 


The roar of the crowd deafens you as 
you depart the arena, your pride 
swelling as you realize you and your 
teammates are heroes for a day. After 
the templars see to your wounds, you 
are escorted to a meeting with your 
owner, Theron the Merchant. He greets 
you with possibly the widest smile 
you've ever seen. 

"My magnificent gladiators!” he 
proclaims with an enthusiastic cry "Your 
unmatched prowess in the arena has 
made me one of the most wealthy men 
in Nibenay! As a token of appreciation | 
offer you your freedom and a job. With 
all of this newfound wealth | wish to 
expand my merchant business, and | 
will need the help of my mighty 
gladiators. Ra’jaak will see that you're 
cleaned up and conducted to my estate. 
You can sleep in real beds tonight, for 
your triumph in the arena has bought 
you your freedom!" 
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Beetle, Agony 


: Pain/psionic drain 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 
NO. APPEARING 1-4 
ARMOR CLASS 6 
MOVEMENT: 3, Fl6, Jp3 
HIT DICE: 1+5 
THACO: 19 
NO. OF ATTACKS 1 
DAMAGE/ATTACKS: 1 
SPECIAL ATTACKS: Spinal tap, psionic drain 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: T(1”) 
MORALE: Irregular (7) 
LEVEL/XP VALUE: 270 
PSIONIC SUMMARY: 
Level Dis/Sci/Dev Attack/Defense Score PSPs 
2 2/1/3 —/ M- 15 30 


Telepathy—Sciences: mindlink; Devotions: contact, mind 
blank. 

Metapsionics—Sciences: —; Devotions: cannibalize other (spe- 
cial ability, no cost), psionic drain (no cost during spinal tap). 


This harmless looking, black scarab beetle psionically lives off 
the pain and agony of its victims, hence its name. 

The agony beetle has a hard, black-veined, chitinous shell 
that is marked by dark, transverse lines. The shell protects a 
pair of wings. Six hooked legs are used by the beetle to attach 
itself to the skin of humanoid or beast. An elongated snout con- 
tains a retractable tendril. The agony beetle uses a pair of stub- 
by antennae to sense vibrations as it does not have eyes. 


Combat: An agony beetle can only attack creatures that are 
man-sized or smaller. When an agony beetle attempts or is 
forced to come in contact with a victim, a secret Intelligence 
check is rolled. If the roll is less than the character's Intelligence, 
the player feels something crawling on him; failure means the 
creature goes unnoticed. If the players are asleep, magically 
held, in the midst of melee, or engaged in any other action that 
involves intense concentration (i.¢., spellcasting, psionics, etc.), 
there is no roll as the agony beetle automatically goes unno- 
ticed. When the agony beetle locates the victim's spinal column, 
a bile-coated tendril emerges from the beetle’s snout (agony bee- 
tles do not attack invertebrates). The bile anesthetizes the skin 
so the victim does not feel the tendril enter. The agony beetle 
attacks its unknowing victim until the tendril penetrates the skin 
(a successful attack roll; the agony beetle ignores any armor it is 
beneath). Once inside the skin, the tendril is inserted into the 
spine. The victim is suddenly racked with excruciating pain, so 


intense that the victim can do nothing else but writhe and 
scream in agony. During this time the beetle psionically absorbs 
and stores the energy released by the victim. The innate psionic 
ability cannibalize other is unique to this beetle. It converts the 
victim's Constitution to PSPs that the beetle absorbs by using 
psychic drain. The beetle can only convert Constitution and can 
only feed on pain. The beetle will remain attached even after 
fully sated, basking in the flow of energy until the victim dies. 
The beetle cannot be removed by the victim; only another crea- 
ture may free the individual of the beetle’s deadly attachment. If 
the victim is alone, he will surely die. The beetle drains one Con- 
stitution point per round, converting it to 10 PSPs. A victim 
dies when its Constitution is reduced to zero. For creatures with- 
out a Constitution score, it will die in 1d12+5 rounds. 


Habitat/Society: Although the beetle's primary locomotion is 
crawling, the creature's small wings allow short distance flight 
(up to 6’). The six folded, hooked legs also enable the creature to 
jump 3’ vertically. Agony beetles tend to live near water sources 
where they hope to encounter prey. A pain-devouring creature, 
the agony beetle never ingests solid food for sustenance, only an 
occasional sip of water. They will not hesitate to attack mem- 
bers of their own species, but are often no match for other in- 
sects more evolved for combat. 


Ecology: Old stories claim that agony beetles originally escaped 
from a sorcerer-king’s torture chamber. It is more likely that 
they were (and are) drawn there for obvious reasons. They are 
not edible and serve only the darkest needs. Halflings sometimes 
use the beetles in slings and throw them into trespassers’ cloth- 
ing; it shortens the hunt without harming the meal. 


Tembo 


CLIMATE/TERRAIN: _ Tablelands and mountains 
FREQUENCY: Uncommon 
ORGANIZATION: Pack 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE: High (13-14) 
TREASURE: 
ALIGNMENT: Chaotic evil 
NO. APPEARING: 1-6 
ARMOR CLASS: 4 
MOVEMENT: 15 
HIT DICE: 4 
THACO: 17 
NO. OF ATTACKS: 5 
DAMAGE/ATTACK: — 1d4 &2)/1d6 (x2)/1d8 
SPECIAL ATTACK: Level drain 
SPECIAL DEFENSES: Dodge missiles 
MAGIC RESISTANCE: 10% 
SIZE: M 
MORALE: Fearless (20) 
XP VALUE: 975 
PSIONICS SUMMARY: 
Level Dis/Sci/Dev Attack/Defense Score PSPs 
5 1/2/5 —/IF M- 10 80 


Psychometabolism—Sciences: death field, life draining, shadow 


form; Devotions: chameleon power, displacement, ectoplasmic 
form, heightened senses, immovability. 


The tembo is a despicable, furless, tawny-colored beast covered 
with loose folds of scaly hide. Varying between three and six feet in 
length, they usually stand about as high as a man’s thigh. All four 
of their lithe feet end in long sharp claws, and huge canine fangs 
protrude from beneath the flappy lips of their squarish snouts. The 
tembo has huge, squarish ears which it can turn in any direction, 
independently of each other. 


Combat: Though all tembo love to fight, their battle tactics are as 
unpredictable as these vicious beasts themselves. Some attack by 
stealth from a short distance away, sneaking as close as possible to 
their victims and trying to destroy them with a death field. Others 
prefer to play with their victims, batting them from one paw to an- 
other, using life draining each time the paw lands. Still other tem- 
bos like to leap into the fray immediately, meleeing their victims 
from the first round. 

In such physical confrontations, the tembo are true horrors. 
Their favorite tactic is to leap at their victim, attacking with all four 
feet and their bite at once. The front claws cause only 1d4 damage, 
but the back claws have a greater tendency to sink into softer flesh, 
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ripping through important tendons and organs (which is why they 
do more damage). The greatest danger of the tembo comes from its 
horrid mouth, however. When the tembo successfully hits with its 
powerful jaws, the victim must make a saving throw vs. death magic 
or lose one life level. This loss is permanent, and a save must be 
made each time the tembo lands a successful bite. 

When attacked from a distance, the dexterous tembo have a 40% 
chance of dodging any non-magical missile fire directed at them. 

Tembo display no fear, and will always fight to the death rather 
than run. 


Habitat/Society: Tembo prowl the desert in small packs that seem 
to have no real social organization or cohesiveness. Each tembo 
does more or less as it pleases, not sharing any prey it downs with 
the others. The tembo’s one concession to social life is that if one of 
them is attacked, the entire pack will join to fight the enemy. 


Ecology: The favorite food of the tembo is the young of any other 
race. Tembo are famous for sneaking into a nomadic camps to drag 
off elven children, for skulking about dwarven villages prowling for 
untended toddlers, even for sneaking into populated cities to snatch 
noble babes from their cradles. Needless to say, this makes these 
despicable beasts universal objects of hatred. Even feuding elf 
tribes, the most dedicated of enemies, have been known to call a 
truce for the purposing of hunting down a tembo pack that has 
appeared in the area. 
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DM SYNOPSIS 
WHO'D WANT TO KILL US 


Oodan the Stong: Male Half-Giant; Gladiator 4th level; STR 22; INT 10; WIS 11; DEX 15; CON 
20; CHR 10; AL: N(G/E), AC: 9/7; Armor Type: None/Carru Leather; THACO: 17; hp 77; Wooden 
Staff +1 (kept in cell). 


Ravilla: Female Half-Elf; Fighter/Preserver 3/4; STR 16; INT 16; WIS 15; DEX 17; CON 15; CHR 
17; AL: NG; AC: 7; Armor Type: None; THACO: 18; hp 29. 


Urtuk of the Wastes: Male Mul; Gladiator 4th level; STR 20; INT 13; WIS 10; DEX 17; CON 18; 
CHR 13; AL: CN; AC: 7/4; Armor Type: Carru Leather; THACO: 17 ; hp 37; iron ring (ring of free 
action), magic fruit (as potion of speed). 


Tiyya: Female Human; Gladiator 4th level; STR 19; INT 13; WIS 10; DEX 17; CON 17; CHR 13: 
AL: CN, AC: 7/4; Armor Type: Carru Leather; THACO: 17; hp 29: magic fruit (as potion of giant 
strength-24) | 


Thanelus: Male Dwarf; Fighter/Cleric 4/3; STR 17; INT 14; WIS 18; DEX 13; CON 16; CHR 12; 
AL: N; AC: 10/8; Armor Type: Carru Leather; THACO: 17; hp 25; 2-+3 sling bullets. 


Melandor: Male Elf; Psionicist 4th level; STR 14; INT 17; WIS 17; DEX 19; CON 16; CHR 9; AL: 


LN; AC: 6/4; Armor Type: Carru Leather; THACO: 19; hp 25; magic fruit (as potion of extra 
healing) 
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Who’d Want To Kill Us--Winter Fantasy 1994 
Oodan the Strong = Male Half-Giant 4th Level Gladiator 


STR: 22 +5 to hit, +11 damage, open doors: 18 (14), bb/lg: 80% 

INT 10 42 lang 

WIS: 11 

DEX: 15 -1 armor class bonus 

CON: 20 +5 hpt adj, +1 poison save, 1/6 turns regenerate, ss: 99%, rs: 100% 
CHR: 10 max henchmen: 4 


ALIGNMENT: Neutral (Good/Evil) 
WEIGHT: 1650 lbs 
HEIGHT: 145" 


AGE: 19 

AC NORMAL: 9/7 with carru leather AC REAR/SURPRISED: 10/8 
ARMOR TYPE: None/carru leather | HIT POINTS: 77 

THACO: 17 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +1 Dexterity Bonus 
PETR/POLY |. 14 +1 Poison (Con Bonus) 
ROD/STAFF/WAND 15 

BREATH WEAPON 16 

SPELLS 16 


WILD TALENT: All-Around Vision--Power Score: Wisdom -3 once/day for 4 rounds 


COMBAT PROFICIENCIES: all weapons; specialized weapons (+1 to hit/+2 damage): two 
handed sword (1d10/3d6--spd: 8), spear (1d6/1d8--spd: 6), trident (1d6+1/2d4--spd: 7) 


#AT: 3/2 with specialized weapons, 1/1 all others 
MOVEMENT: 15/18 forced march 


GLADIATOR SKILLS: Proficient with all weapons, specialize in multiple weapons, expert in 
unarmed combat (gains +/- 4 point modifier on punching & wrestling chart) 


NON-WEAPON PROFICIENCIES: Psionic Detection (9), Blind Fighting (NA), Endurance (20), 
Dancing (15) 


LANGUAGES: Common 
ITEMS: Slave clothing, sandals, wooden staff (in cell) 
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BACKGROUND 

Your parents were guards in the Nibenay military, but when they were both killed in battle 
you were sent to the slave pens at the age of 10. There you developed your strength, fighting 
skills, and warrior cunning, to make you a formidable fighting machine. Although you do not 
cherish being a slave, the life of a successful gladiator is very appealing to you. However, you 
do wonder what it would be like to live outside of the arena. 


OTHER PCs 

Melandor: A skinny elf who uses the power of the Way (psionics) in the arena. He has helped 
you develop your own psionic power, and you tend to watch out for him when other pick on 
him. You tend to call him your "skinny little buddy,” a nickname he’s not too crazy about. 


Thanelus: A dwarf fighter who can heal you when you're hurt. You once let him ride on your 
shoulders when he was hurt, and he has never forgotten it. 


Ravilla: A pretty lady who you like very much. She’s a good fighter, but you once saw her do 
some of that strange magic stuff. You would still help her if she were in trouble, even if she’s 
one of those spell-people. 


Urtuk of the Wastes: A mul who just came to the pens a few months ago. You think that he 
is an escaped slave who was thrown in here to die. He’s much tougher than that. 


Tiyya: This is the toughest woman you know, and if she weren’t born human she could be a 
half-giant. She’s very good in the arena, and you tend to fight side-by-side with her. 
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Who'd Want To Kill Us--Winter Fantasy 
Ravilla Female Half-Elf 3/4 Fighter/Preserver 


STR: 16 +1 damage, open doors: 9, bb/lg: 10% 

INT: 16 +5 lang, max spl: 8th, learn spell 70%, max lvl: 11 
WIS: 15 +1 mag def adj 

DEX: 17 +2 rec adj, +2 mis atk adj, -3 armor class bonus 
CON: 15 +1 hpt adj, ss: 90%, rs:94% 

CHR: 17 max hench: 10, loy base: +6, rec adj: +6 


ALIGNMENT: Neutral Good 

WEIGHT: 122 lbs 

HEIGHT: 74" 

AGE: 45 

AC NORMAL: 7 AC REAR/SURPRISED: 10 
ARMOR TYPE: None HIT POINTS: 29 

THACO: 18 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +1 Mental Attacks 
PETR/POLY 13 +3 Dexterity Bonus 
ROD/STAFF/WAND 11 

BREATH WEAPON 15 

SPELLS 12 


WILD TALENT: Complete Healing—Power Score: Constitution once/day 


COMBAT PROFICIENCIES: wrist razors (1d6+1/1d4+1--spd: 2), short sword (1d6/1d8--spd: 3), 
dagger (1d4/1d3~spd: 2) 


#AT: 1/1; Npp: -2 
MOVEMENT: 12/15 forced march 
RACIAL ABILITIES: 60’ infravision 


NON-WEAPON PROFICIENCIES: Heat Protection (14), Tracking (15), Spellcraft (15), 
Somatic Concealment (16), Singing (17) 


LANGUAGES: Common, Thri-kreen (16) 


ITEMS: Slave clothing, ceramic bracelet, sandles, bone dagger (in cell), spellbook (in cell), 
small pouch 


Who'd Want To Kill Us-Characters Page 3 


SPELLS: (1st-3 2nd-2) 


1st level 2nd level 

Burning Hands eee Blur eee 
Chill Touch a Knock Bec 
Magic Missile oa. Shatter ates 
Shield a Strength wees 
Spider Climb _ 

Ventriloquism ere 

BACKGROUND 


You grew up with a small group Veil Alliance members in Tyr, and on a trip to Nibenay you 
were accused of a crime you did not commit and sentenced to the arena. After you were here 
eight months your skills were noticed by a lesser merchant named Theron. Although he is a 
slave owner, he seems to be a kind man. Perhaps one day he will see the error of his ways. In 
the mean time you'll wait it out here a little longer to see what transpires. 


OTHER PCs 

Urtuk of the Wastes: A wild mul who has only been a slave for a few months. He came to 
the team after another member died, and he is a bit rebellious. However, he seems to listen to 
your reasoning, and he may even be attracted to you a little. 


Tiyya: A savage female gladiator who revels in arena combat. When she is away from the 
arena she is a calm and quiet person, but when the fighting starts she is someone to be 
feared. 


Oodan the Strong: A powerful half-giant that treats you like his little sister. When he is not 
fighting he is like a little lost Renk (household animal) who chases your shadow. 


Melandor: An elven psionicist of growing power who has been a slave here for some time. It 
appears as if his tribe sold him into slavery to save their chief, a practice not uncommon 
among elves. He is also looking to get out of the slave pens somehow. 


Thanelus: A wise old cleric/fighter who watches over all of you as if you were his children. He 
is very kind, for a dwarf, and is a trusted member of your group. 
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Who’d Want To Kill Us--Winter Fantasy 1994 
Urtuk of the Wastes _ Male Mul 4th Level Gladiator 


STR: 20 +3 to hit, +8 damage, open doors: 17(10), bb/lg: 60% 
INT: 13 +3 lang 

WIS: 10 

DEX: 17 +2 rec adj, +2 mis atk adj, -3 armor class bonus 
CON: 18 +4 hpt adj, ss: 99%, rs: 100% 

CHR: 13 max hench: 5, rec adj: +1 


ALIGNMENT: Chaotic Neutral 
WEIGHT: 244 lbs 


HEIGHT: 72" 

AGE: 19 

AC NORMAL: 7/4 with carru leather AC REAR/SURPRISED: 10/7 
ARMOR TYPE: Carru Leather HIT POINTS: 37 

THACO: 17 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +3 Dexterity Bonus 
PETR/POLY 14 

ROD/STAFF/WAND 15 

BREATH WEAPON 16 

SPELLS 16 


WILD TALENT: None 


COMBAT PROFICIENCIES: all weapons; specialized weapons (+1 to hit/+2 damage): impaler 
(1d8/1d8--spd: 5), long sword (1d8/1d10-spd: 5) 


#AT: 3/2 with specialized weapons; 1/1 with all others 
MOVEMENT: 12/15 forced march 


GLADIATOR SKILLS: Proficient with all weapons, specialize in multiple weapons, expert in 
unarmed combat (gains +/- 4 points on the punching & wrestling chart) 


NON-WEAPON PROFICIENCIES: Sign Language (17), Blind Fighting (NA), Cooking (13), 
Rope Use (17) 


LANGUAGES: Common, Halfling (13) 


ITEMS: Slave clothing, sandles, iron ring, magic fruit (cell) 
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BACKGROUND 

You are the son of two escaped slaves, and you grew up in the wasteland north of Nibenay. 
Several months ago your village was destroyed by a nightmare beast, a savage monster that 
decimated your home. Somehow you were spared, but when you came to you were in the slave 
pens of Nibenay with a large welt on your head. Remembering the words of your mother and 
father, you detest slavery and will one day be free again. However, you find that arena combat 
is to your liking, as though you were born to be a gladiator. Even so, you tend to rebel against 
the authority of your masters. 


OTHER PCs 

Tiyya: A human female gladiator whose skill rivals your own, you find that the both of you 
see eye-to-eye on many things. She has been a slave all her life, and enjoys hearing about life 
outside the city. 


Oodan the Strong: A hulking brute of a half-giant, this monster is the strongest thing you’ve 
ever seen, aside from the nightmare beast. What he lacks in skill he more than makes up for 
in sheer strength. You feel he is the pillar of your team, and you tend to watch out for him 
when you can. He has never been outside of Nibenay’s walls. | 


Melandor: An elven student of the Way whom you do not trust. Elves had always cheated 
you at your village, and it is hard to forget things like that. However, this elf seems to be 
more of a team player. Perhaps he needs to prove himself to you before you become friends. 


Thanelas: A dwarf cleric of earth who reminds you of your father. Although this make you 
sad at times, you rejoice in the fact that you once again have a friend like your father to talk 
to. You would easily give your life for this man, and you will not leave these pens without 
him. 


Ravilla: This half-elf is the most beautiful creature you've ever met. You know she wields 
some type of magic, and you think she may be a member of the Veiled. Beauty aside, she is an 
important member of the team. 
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Tiyya Human Female 4th Level Gladiator 


STR: 19 +3 to hit, +9 damage, open doors: 16(8), bb/lg: 50% 
INT: 13 +3 languages 


DEX: 17 +2 rec adj, +2 mis atk, -3 armor class bonus 
CON: 17 +3 hpt adj, ss: 97%, rs: 98% 
CHR: 13 max hench: 5, rec adj: +1 


ALIGNMENT: Chaotic Neutral 
WEIGHT: 144 lbs 


HEIGHT: 67" 

AGE: 19 

AC NORMAL: 7/4 with carru leather AC REAR/SURPRISED: 10/7 
ARMOR TYPE: Carru Leather HIT POINTS: 29 

THACO: 17 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +3 Dexterity Bonus 
PETR/POLY 14 

ROD/STAFF/WAND 15 

BREATH WEAPON 16 

SPELLS 16 


WILD TALENT: Immovability--Power Score: Con -5 once/day for 4 rounds 


COMBAT PROFICIENCIES: all weapons; specialized weapons (+1 to hit/+2 damage): long bow 
w/ arrows (1d6/1d6--spd: 8, rof: 2, range: 7/14/21), short sword (1d6/1d8--spd: 3) 


#AT: 3/2 with specialized weapons; 1/1 with all others 
MOVEMENT: 12 


GLADIATOR SKILLS: Proficient with all weapons, specialize in multiple weapons, expert in 
unarmed combat (gains +/- 4 points on the punching & wrestling chart) 


NON-WEAPON PROFICIENCIES: Sign Language (17), Running (11), Weapon Improvisation 
(9), Tailor (16) 


LANGUAGES: Common, Thri-kreen 


ITEMS: Slave clothing, sandals, magic fruit (cell), wood dagger (cell) 
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BACKGROUND 

You are the daughter and granddaughter of a slave, and you have spent your whole life in the 
service of one master or another. You learned to fight at an early age, then a lesser merchant 
named Theron saw you one day and has since added you to his team. You like to hear stories 
of the outside world, but some of the things you hear cause you to be a little scared of 
freedom. Perhaps someday you'll be free. | 


OTHER PCs 
Oodan the Strong: A brute of a half-giant who strangely admires you. His sheer power is the 
cornerstone of your team. You like to fight side-by-side with him. 


Melandor: A elf psionicist who treats you all right. You are neither friends nor enemies, more 
like teammates and that’s all. 


Thanelas: A dwarf fighter/cleric that is the father you never knew. He has helped and healed 
you more times than you can remember, and for that you owe him your life. 


Ravilla: A beautiful half-elf woman who is strong of arm and a wielder of magic. Another 
person with whom you are only teammates and not friends. 


Urtuk of the Wastes: A mul who only recently became a slave. You really like him, but 


Ravilla’s beauty seem to get in the way. You like to listen to his stories about the world 
outside of Nibenay. 
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Thanelus Dwarf Male 4/3 Fighter/Cleric 
STR: 17 +1 to hit, +1 damage, open doors: 10, bb/lg: 13% 


INT. 14 +4 languages 
WIS: 18 +4 mag def adj, spell bonus (see below) 


DEX: 13 

CON: 16 +2 hpt adj, ss: 95%, rs: 96% 

CHR: 12 

ALIGNMENT: Neutral 

WEIGHT: 210 lbs 

HEIGHT: 55” 

AGE: 44 

AC NORMAL: 10/8 the carru leather AC REAR/SURPRISED: 10/8 
ARMOR TYPE: Carru Leather HIT POINTS: 25 

THACO: 17 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +4 Mental Attacks 
PETR/POLY . 12 +4 Rod/Staff/Wand/Poison/Spells 
ROD/STAFF/WAND 14 

BREATH WEAPON 16 

SPELLS 15 


WILD TALENT: Flesh Armor-Power Score; Con -3 once/day for 4 rounds 

COMBAT PROFICIENCIES: warhammer (1d4+1/1d4~spd: 4), sling w/stone (1d4/1d4~-spd: 3) 
#AT: 1/1; NPP: -3 

MOVEMENT: 6/8 forced march 


NON-WEAPON PROFICIENCIES: Somatic Concealment (12), Healing (16), Spellcraft (12), 
Weaving (13) 


RACIAL ABILITIES: Committed to a focus: gains +1 to saves and +2 to proficiency rolls when 
related to focus (see below for your focus); resistant to magic 


LANGUAGES: Common, Dwarf 
ITEMS: Slave clothing, sandals, 20 ceramic coins (cell), 2-+3 sling bullets (cell) 


Who'd Want To Kill Us-Characters Page 9 


Cleric of Earth 


You are a worshiper of the power of earth, and any handful of earth can be used as your holy 
symbol. You must be in contact with the earth to cast any spells. 


1st level (choose 4) 2nd level (choose 3) 
Aid = 


Bless a 

Cure Light Wounds eat Charm Person ___ 
Detect Magic a Dust Devil ate 
Detect Poison a Find Traps oan 
Invisibility to Animals a Hold Person a 
Light ares Know Alignment ____ 
Magic Stone os Obscurement os 
Protection from Evil ices Slow Poison = 
Purify Food & Drink ett Trip Sie 
Remove Fear oes Withdraw ae 
Sanctuary ee Wyvern Watch 
BACKGROUND 


There was a time when you were a peaceful dwarf: however, the bonds of slavery have 
changed that part of you forever. You have lived as a slave of Nibenay for over half your life, 
and it is difficult to remember the outside world. You've recently been “purchased” by a lesser 
merchant named Theron, who has assembled you with five other slaves/gladiators of his to 
fight as a team in the sorcerer-king’s arena. They are all young, and you treat them as your 
children as well as your teammates. If anything should ever happen to them, you would take 
it very personally. 


FOCUS 
You are currently without a focus. If you can come up with a legitimate focus (DMs discretion) 
during the course of the adventure, then you will get the bonus that apply. 


OTHER PCs 
Melandor: An elven psionicist who shows promise in his use of the Way. He is quiet and 
mediative, and although some of the others do not trust him you know he is a fine person. 


Ravilla: A beautiful half-elf female who you suspect is a member of the Veiled Alliance. What 
she is doing here you do not know, but you do not want to raise any attention to her. 


Urtuk of the Wastes: A mul who only recently became a slave you think that you remind 


him of someone, a relative perhaps. He treats you with great respect and kindness, and he is a 
skilled gladiator. 


Tiyya: A human female who also looks up to you as a father figure. She has spent her entire 
life as a slave, a thought you find unpleasant. You know she secretly fears freedom outside the 
city walls. 


Oodan the Strong: A brute of a half-giant, Oodan is tough on the outside and gentle on the 


inside. He once carried you, on his shoulder, through half of an arena combat after you were 
hurt. That was a show of kindness you'll never forget. 
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Melandor Male Elf 4th Level Psionicist 


STR: 14 open doors: 8, bb/lg: 7% 

INT: 17 +6 languages 

WIS: 17 +3 mag def adj 

DEX: 19 +3 rec adj, +3 mis atk adj, -4 armor class bonus 
CON: 16 +2 hpt adj, ss: 95%, rs: 96% 

CHR: 09 max hench: 4 


ALIGNMENT: Lawful Neutral 
WEIGHT: 177 lbs 


HEIGHT: 88" 

AGE: 20 

AC NORMAL: 6/4 in carru leather AC REAR/SURPRISED: 10/8 
ARMOR TYPE: Carru Leather HIT POINTS: 25 

THACO: 19 

SAVING THROWS SAVING THROW BONUSES 
POISON/PARA/DEATH 13 +3 vs Mental Attacks 
PETR/POLY 12 +4 Dexterity Bonus 
ROD/STAFF/WAND 14 

BREATH WEAPON 16 

SPELLS 15 


COMBAT PROFICIENCIES: light crossbow w/light quarrels (1d4/1d4—spd: 7), wrist razors 
(1d6+1/1d4+1--spd: 2) 


#AT: 1/1; NPP: -4 
MOVEMENT: 12/15 forced march 


RACIAL ABILITIES: Can run up to 50 miles/day, cannot ride beasts of burden, +1 to attack 
with long sword/long bow, 60’ infravision. 


NON-WEAPON PROFICIENCIES: Rejuvenation (16), Psionic Detection (15), Direction Sense 
(18), Reading/Writing (18) 


LANGUAGES: Common, Giant, Jozhal 


ITEMS: Slave clothing, sandals, 10’ hemp rope (cell), wooden staff (cell), magic fruit (cell) 
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PSIONICS cesp=76) 

Wisdom: 17 Intelligence: 17 Constitution: 16 

Sciences : 

¢ Mindlink (Score: Wis-5; Cost: contact; MC: 8/rnd; Range: unlim.; Area: individual) 
e Telekinesis (Score: Wis-3; Cost: 3+; MC: 1+/rnd; Range: 30 yards; Area: item) 
Devotions 

¢ Synaptic Static (Score: Int-4; Cost: 15; MC: 10/rnd, Area: 20-90 yards) 

¢ Contact (Score: Wis; Cost: varies; MC: L/rnd, Range: special; Area: individual) 

e Awe (Score: Wis-4; Cost: contact; 4/md, Area: 20 yards) 

e Ego Whip (Score: Wis-3; Cost: 4; Range: 40-120 yards; Area: individual) 

¢ Id Insinuation (Score: Wis-4; Cost: 5; Range: 60-120 yards; Area: individual) 

e Ballistic Attack (Score: Con-2; Cost: 5; Area: 1 item or 1 Ib) 

e Levitation (Score: Wis-3; Cost: 12; MC: 2/rnd; Area: individual) 

e Inertial Barrier (Score: Con-3; Cost: 7; MC: 5/rnd; Area: 3-yd dia.) 

¢ Molecular Agitation (Score: Wis; Cost: 7; MC: 6/rnd; Range: 40 yards; Area: one item or 20 |bs) 
Defenses 

¢ Conceal Thoughts (Score: Wis; Cost: 5; MC: 3/rnd; Area: 3 yards) 

e Intellect Fortress (Score: Wis-3; Cost: 4; Area: 3-yd rad.) 


BACKGROUND 

You were “traded” into slavery by your tribe as an exchange for your chief’s crimes, when you 
were only seven years old. Since that time you have went from master to master, each one 
worse than the last. Then you were purchased by your current owner, a merchant named 
Theron, who discovered your hidden talent for psionics. You were trained by a friend of his 
who is a master of the Way, and then sent to the arena to fight on his team. It is your hope 
that someday you'll be free of this existence and left alone with your meditations. 


OTHER PCs 


Ravilla: A very lovely half-elven lady who you suspect is a member of the Veiled Alliance. She 
is both a competent spell caster and a fighter, and she holds her own well in the arena. 


Urtuk of the Wastes: A recently captured mul who has a clear dislike of elves. However, it 
seems that he is warming up to you since you've had to fight with him closely. 


Tiyya: A human female gladiator who is very forceful in the arena. She treats you as a 
teammate and nothing more. You’ve done nothing to change this for the better. 


Oodan the Strong: A massive half-giant who calls you his "skinny little buddy” since the day 
you helped him master his wild talent. Although you hate the name, you put up with it 
because he is the closest thing to a friend you’ve ever had. 


Thanelas: A wise dwarf who thinks all on the team are his "children”. You find him to be a 


good person, for a dwarf. He is a cleric of earth, as well as a fighter of some skill. Despite the 
racial difference, you find yourself liking him. 


Who'd Want To Kill Us-Characters Page 12 


